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THIEF 

None 

DEX 12 
SPD 8 

SKILL SELECTION 

For those who just couldn't resist a 
good temptation, thieving might just 
be the perfect career. Thieves are 
very good at circumventing the 
noxious treasure chest traps which 
often lie between a party and their 
hard-earned loot. They also have 
the skill to pick locked doors, and 
delight in opportunities to 
pickpocket. Thieves can hide 
in combat, and if successfully 
hidden, they can launch a surprise 
attack . . . doing double damage. 

Weaponry Wand & Dagger, Sword, Axe, Mace .& Flail, Pole & Staff, 
Throw, Sling, Bow, Shield 

Physical Scout, Oratory, Legerdemain, Skulduggery, Ninjutsu 
Academia Artifacts, Mythology, Scribe 

RANGER 

Alchemist 

,,.. STR 10 
INT 8 
PIE 8 
VIT 11 
DEX 10 
SPD 8 
PER 8 

SKILL SELECTION 

The nature-lover of Wizardry, 
the Ranger enjoys a talent 
for scouting out such things as 
secret passages, trick walls and 
other traps of this nature. Much like 
Robin Hood, a classic of this 
profession, Rangers are excellent 
archers. Around the third level of 

· experience, Rangers slowly begin to 
learn Alchemists' spells. They 
have fairly high hit points. 

Weaponry Wand & Dagger, Sword, Axe, Mace & Flail, Pole & Staff, 
Throw, Sling, Bow, Shield 

Physical Scout 
Academia Artifacts, Mythology, Scribe, Alchemy 
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ALCHEMIST 

SPELLBOOKS 
Alchemist 

INT 13 

13 

SKILL SELECTION 

The weavers of magical spells, 
Alchemists aspire to bend the laws 
of the universe. Although they are 
spellcasters, their tradition shows 
them to be the mixers of the potions, 
and the diviners of spells. Using 
their high · intelligence Alchemists 
concentrate their studies fully to this 
art allowing them to learn its spells 
faster than any other profession in 
Wizardry. Additionally, due to the 
nature of their spells, they need no 
oratory and cannot be silenced. 

Weaponry Wand & Dagger, Mace & Flail, Pole & Staff, Throw 
Physical Scout 
Academia Artifacts, Mythology, Scribe, Alchemy 

Mage 

BARD 

INT 10 

DEX 12 
SPD 8 
PER 12 

SKILL SELECTION 

The silver-tongued adventurer, the 
Bard enjoys a talent for song, 
entertainment and conversation. 
Additionally, their musical talents 
allow them to play the different 
instruments found within Wizardry, 
casting a spell with each. Bards 
also begin to study powerful Mage 
spells around the third level 
of experience. While not as studied 
as the Thief, Bards have been 
known to pick a pocket or two as 
well. 

Weaponry Wand & Dagger, Sword, Axe, Mace & Flail, Pole & Staff, 
· Throw, Sling, Bow, Shield 

Physical Scout, Music, Oratory, Legerdemain, Skulduggery 
Academia Artifacts, Mythology, Scribe, Thaumaturgy 
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PSIONIC 

STR 10 Concentrating on the wonders of the 
INT 14 mind, the Psionic is a magic user 

who has developed mental powers 
VIT 14 to a level no other profession can 

hope to possess. Their spells have 
the ability to alter the mind, read it 

Psionic 

PER 10 and mess with it in general. They 
are both claiivoyants and divinators, 
who focus all of their energies 
on their mental and magical 
abilities. Through this devotion, 
Psionics learn the mental spells 
faster than any other profession. 

SKILL SELECTION 
Weaponry Wand & Dagger, Mace & Flail, Pole & Staff, Throw, Sling 
Physical Scout, Oratory 
Academia Artifacts, Mythology, Scribe, Theosophy 

VALKYRIE 

Priest 
SPEUJJOOKS 

PIE 11 
VIT 11 
DEX 10 
SPD 11 
PER 8 

Female 

SKILL SELECTION 

A profession open only to female 
characters, the Valkyrie is a first­
rate lance warrior. Her knowledge 
of weapons is vast and precise; her 
spirit for combat is great. She is 
strong, and has the ability to swing 
her sword with a speed and 
accuracy admired by all. Around 
the third level of ability, the pious 
Valkyrie begins the study of Priest 
spells. However, she doesn't learn 
them as quickly as the Priest. 

Weaponry Wand & Dagger, Sword, Axe, Mace & Flail, Pole & Staff, . 
Throw, Sling, Bow, Shield 

Physical Scout, Oratory 
Academia Artifacts, Mythology, Scribe, Theology 
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BISHOP 

SPEUJJOOKS 
Priest, Mage 

INT 15 
PIE 15 

8 

SKILL SELECTION 

Extremely intelligent and pious 
individuals, Bishops devote a major 
portion of their time to the ancient 
studies. Pooling the knowledge of 
the Mage and Priest, Bishops are 
well-studied characters who learn 
the spells of both their counterparts. 
However, because of the time 
required to study both spellbooks, 
Bishops learn spells more slowly 
than the Mage or Priest. 

Weaponry Mace & Flail, Pole & Staff, Sling, Shield 
Physical Scout, Oratory 
Academia Artifacts, Mythology, Scribe, Theology, Thaumaturgy 

Priest 

LORD 

STR 12 
INT 9 
PIE 12 

· VIT 12 
DEX 9 
SPD 9 
PER 14 

SPEUJJOOKS 

SKILL SELECTION 

Both an excellent fighter and a pious 
spellcaster, Lords are the true 
crusader knights of Wizardry. 
While their combat skills are their 
primary concern, the Lord's crusader 
interest in the divine Priest spells 
begins to develop around the third 
level of experience, and helps to 
provide the party with the additional 
healing power it may need. 
Whether it be inflicting the damage 
or healing it, Lords are a great 
addition to any party. 

Weaponry Wand & Dagger, Sword, Axe, Mace & Flail, Pole & Staff, 
Throw, Sling, Bow, Shield 

Physical Scout, Oratory 
Academia Artifacts, Mythology, Scribe, Theology 
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SAMURAI 

Mage 
. SPELJ...BOOKS 

STR 12 
INT 11 

VIT 9 
DEX 12 
SPD 14 
PER 8 

SKILL SELECTION 

The true swordsman of Wizardry, 
the Samurai has dedicated his or her 
life to the study of the sword. Their 
lightning speed combined with their 
sword's accuracy help them to fight 
their way through most any 
situation. Samurai can learn the 
deadly ·skill of the critical kill, 
unleashing it upon their opponents 
in the heat of battle. Their magical 
abilities, learning Mage spells, 
develop around the third level of 
experience. 

Weaponry Wand & Dagger, Sword, Axe, Mace & Flail, Pole & Staff, 
Throw, Sling, Bow, Shield 

Physical Scout, Oratory 
Academia Artifacts, Mythology, Scribe, Thaumaturgy, Kirijutsu 

MONK 

STR 13 
INT 8 
PIE 13 

DEX 10 
SPD 13 
PER 8 

SPELJ...BOOKS 
Psionic 

SKILL SELECTION 

A wandering person in search of 
inner and outer development, the 
Monk is a talented warrior, fighting 
mostly with the hands and feet, who 
tops this ability with a knowledge of 
self defense. The Monk also 
possesse& keen insight into the ways 
of the mind, and begins to learn 
Psionic spells at the third level of 
experience. The Monk is also 
studied in the body, and is capable 
of scoring a critical hit on an 
opponent. 

Weaponry Wand & Dagger, Mace & Flail, Pole & Staff, 
Throw, Sling, Bow, Shield, Hand & Feet 

Physical Scout, Oratory 
Academia Artifacts, Mythology, Scribe, Theosophy, Kirijutsu 

SPELJ...BOOKS 
Alchemist 

NINA. 

STR 12 
INT 10 
PIE 10 
VIT 12 
DEX 12 
SPD 12 

SKILL SELECTION 
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The ultiniate assassin, the Ninja is a 
devout killer with skills and talents 
admired by all. They commonly 
fight with their hands and feet, 
wreaking havoc upon their unlucky 
opponents. Ninja may also deliver a 
critical blow to whatever stands in 
their way. Sharing some of the 
Thiefs skills, the Ninja is able to 
hide in combat, in hopes of 
launching a deadly surprise attack . 
Much later in their careers, Ninja 
begin to learn Alchemist spells. 

Weaponry Wand & Dagger, Sword, Axe, Mace & Flail, Pole & Staff, 
Throw, Sling, Bow, Shield, Hand & Feet 

Physical Scout, Legerdemain, Skulduggery, Ninjutsu 
Academia Artifacts, Mythology, Scribe, Alchemy, Kirijutsu 
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Mapping can be an important, enjoyable and interesting pastime. 
Although it's not absolutely necessary to make maps, you may find 
it easier to get back to particular areas or revisit an old NPC friend 
if you've got a map to show you the way. Sometimes, your maps 
will allow you to see "missed" areas or places off the beaten path 
which may hold extra goodies. Of course, if you get lost, it will be 
easier to figure out your location. 

Mapping is not all that difficult, but it does take a little patience. 
Use graph paper to chart your progress. However, be wary of 
nasty tricks designed.to mislead you. 

The fundamental way to map is to stand on a square, look north, 
map what you see; then turn east (don't move off that square!), and 
map what you see. Do the same for the south and west directions 
also. Then and only then, take a step in one of the four directions 
and repeat the mapping procedure. If you see a door, a dark area 
or stairs; be careful when going through, up or down them. You 
may not be able to get back! When entering such areas, check to 
see if you can return to your previous location. 
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Below you'll see an example of mapping technique. The most 
common features of Wizardry are pointed out. Of course, there are 
dozens of other surprises in store for you. You can make up your 
own symbols to note special features like these on your maps. 

use" .. •" to Use "P" to signify 
show an Rrch a Pit or a hole in 

the floor. 

~ ..1- ~ 
Use a double .---....-~ ... 
line to show 
locked doors.7 HHt-11 

Number 
messages or ~ ._-1111 
special places, SU 

and keep track 
of them in 
your notes. 

Use a single· 
line to show 
a door. 

Use II to 
show solid 
rock areas. 

Use 11 
IZIZI" or 

"G" to show 
a Gate. 

Use "S" to 
show secret 
doors, walls 
or entrances. 

Use "SU" to 
show Stairs 
going UP. 

Use "SO" to 
show Stairs 
going DOWN. 
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Mapping Aids 

There are several things that will aid you in your travels. First, and 
foremost, is the use of DIRECTION spell. On your screen, you'll see 
a compass; the direction you're facing will be the color red. 
Cultivate a character who can cast Mage spells, and aid him or her 
to higher levels so that he or she will be able to cast those spells for 
the team. No matter how confusing things seem to get, a quick 
DIRECTION spell will help you get your bearings. 

DETECT SECRET is another spell which can help you to uncover 
those delectable goodies hiding just inches below the floor. Of 
course, this spell can also help you to uncover the many other 
secrets which Wizardry holds. Typically, spell casters who 
practice Mage or Psionic spells learn DETECT SECRET. When you 
cast DETECT SECRET its magic icon (on the top of your screen) will 
activate. The eye will open in hopes of magically detecting a 
secret. When you happen upon such a find, the eye will "blink" to 
let you know something is special about the general area yopr 
party occupies. Remember, the higher the power level of your 
spell, the longer its duration and the better your chances of finding 
any secret. 

WIZARD'S EYE is a very powerful spell which is capable of giving 
you certain insights about your surroundings. This look, an 
overhead view, helps you to see beyond certain walls, doors or 
gates. Of course, your sight is limited to the physical structure of 
the area ... you can't see things buried in the floor, for instance. 
As with all magical spells, the higher its power level, the further 
you will be able to see. 

1. 

2. 

3. 

4. 

5. 

6. 

7. 

8. 

9. 
10. 

11. 
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Good notes are important as extra insurance. You can refer 
to them to see if you've missed something or to recall 
certain information you might need. 
Add skill bonus points to your spell caster's specific 
Academia skill so he or she will continue to learn new 
spells. 
If you're relatively safe in an encounter, let as many 
characters as possible rest to regain some stamina. 
Spells that incapacitate monsters (such as SLEEP) are great 
to use. While the monsters are sleeping, you can rest your 
characters up, too. Also, you'll get some great swings in on 
them. 
Some places in the dungeon seem safer to rest in than 
others. Monsters are more likely to find your party if 
they're camped out in the center of a great hall versus a 
small, enclosed room. 
A void killing NPCs until you're sure they don't have 
something you need. Once you kill an NPC, they're gone 
for good. 
When you encounter a new monster for the first time, don't 
hold back, and don't assume they are easy to kill. Later, 
when you know what spells work on them and what they 
can do to you, you can relax a little. 
Be thorough. Read messages carefully. You never know 
where you might be able to find or use something. 
If in doubt, save the game and try different options. 
When running, watch the screen carefully to get some idea 
of how far you've moved and in what direction. 
If you're dealing with more than one group, you may want 
to kill off groups with single monsters first. In this way, 
the tough monsters with lots of spells can't retreat to the 
rear and out of your fighters' range. Sometimes, however, 
the reverse may be desirable. 
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Academia Skills--------------- 20 
Add Party Membei: 5 
Adventuring, stages of 34 
Afraid 63 
~ n 
Air Spell 82-85 
Alchemist 113 
Alchemist, Spellbook 100 
Alchemy 20, 70 
Armor Class (AC 25 
Armor Class, Magical 26 
Armor Classes, Body 26 
Armorplat 37 
Artif acts 20 
A~e ~ 
Assay 28 
Ax 18 
Backup (option in combat 62 
Bard 113 
Bash (fighting mode 55 
Bisho 115 
Blindnes 64 
Block, Parry 58 
Bonus Skill Point 21 
Books, Reading (Use 30 
Bow 18 
Breathe (attacks in combat 62 
Buy (items from NPC 70, 71 
Cancel (in combat 62 
Carrying Capacity 24, 67 
Casting a Spell, How t 77 
Change Name 31 
Change Profession 31 

·) 
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Character Menu1--------------- 7 
Character, Profession 16, 11 O 
Distributing Bonus Points 16 
Character, Selecting Sex 15 
Character, Creating a 8 
Character, Naming a 12 
Characters, Rae 13, 104 
Characters, Screen Icon 38 
Combat 53 
Combat Notes and Modifiers 63 
Condition (CDN 23 
Conditions 63 
Cost, spell 75 
Damage (in combat 54 
Dead 64 
Delay, Messag 45 
Delete PC 33 
Detect Secret 37, 40 
Detect Secret, spell (mapping 120 
Dexterity (DEX 11 
Direction (spell 37, 120 
Disarm (treasure chests 50 
lli~ M 
Dismiss Membei: 6 
Divving Loot 52 
Dodge, Parry 58 
Dracon 62, 108 
Drop (an item 29 
Dwarf 105 
Earth Spell 86-88 
Edit 31 
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Eli~~~~~~~~~~~~~~~~~ 105 
Enchanted Blad 37 
Encumbrance (in combat 66, 67 
Encumbrance Penalty 26 
Equi 21, 27 
Equip (in combat 59 
Experience Levels, Gaining 68 
Experience Points (EXP 23 
Expert Mod 45 
Extended range weapons (E 56 
Faeri 107 
Felpurr- 108 
Fight (in combat 54 
Fight (NPC 73 
Fighter- 110 
Fighting Mode (in combat 54 
Fighting Modes Chart 55 
Fire Spell 78, 79 
Force (a door 47 
Formatting a Save Game Diskette 3 
Gaining Experience Level 68 
Game Configuration 45 
Give (to NPC . 71 
GMod 45 
Goom 1~ 
Gold Pieces (GP 23 
Gold, Pooling 72 
Guard, Parry 58 
Hand & Feet 18, 55 
Hide (in combat 61 
Hint 121 
Hit Point 15 
~~h 1~ 
Human 104 
Input Device 45 

125 [. 
Insanity·~~~~~~---:-~~~~~~~~~-64 

Inspect (treasure chests 49 
Intelligence (INT) 10 
Irritation 64 
Karma(KAR 11 
Karma, Rolling 17 
Kick (fighting mode 55 
Kirijutsu 20, 55 
Knock-Knock 48, 51 
Lashing (fighting mode 55 
Legerdemain 19 
Level(LVL 22 
Level of Play 45 
Levels, Spell 7 4 
Levitation 37 
Life Insuranc 67 
Lizardman 107 
Locked Doors 47 
Long Range (L) weapons 56 
Lord 115 
Mace & Flail 18 
Mag 111 
Mage,SpellbOok 101 
Magic Screen 37 
Magic Spell 95-99 
Magical Modifiers 65 
Magical Spells 7 4 
Magical Spells, Choosing 21 
Magical Window 37 
Maladie 63 
Mapping 118 
Master Options Menu 5 
Master Options Window 36 
Melee (fighting mode 55 
Mental Spell 89-94 
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Merge 29 
Modifiers, Magical 65 
Monk 116 
Monster Kill Statistics (MKS 23 
Mook 109 
Mouse, Using a 45 
Move (in combat 60 
Movement, Mov 39 
Movement, Turn 39 
Multiple Attack 57 
Multiple Expeditions 7 
Multiple Hit 57. 
Music 19 
Mythology 20 

· Natural AC 25,67 
Nausea 64 
Ninja 117 
Ninjutsu 19,55 
Ninjutsu, hide in combat 61 
Non-Player Characters 69 
Normal Play Mod 45 
Novice Play Mod 45 
Open 41 
Open (locked doors 47 
Open (treasure chests 51 
Oratory 19, 76 
'Order (adjusting 35,42 
Paralyzed 64 
Parry 58 
Party 9 
Party Option 40 
Party, order of. 35 
Personality (PER 11 
Physical Skills 19 
Pick (a lock 48 

Piety (PIE 
Play Diskette 
Poison 
Pole and Staff. 
Pool Gold 
Portrait 
Power Levels, spell 
Priest 
Priest, Spellbook 
Primary Weapon 
Professions, Character 
Psioni 
Psionic, Spellbook 
Punch (fighting mode 
Quit 
Quit Game - No Sav 
Race, Character 
Race, Selecting 
Race/Profession Chart 
Ranged weapon 
Ranger 
Rank(RNK 
Rawulf. 
Reading Books 
Realms, Magical spell 
Rebirth 
Rename PC 
Replace (a character 
Rest 
Rest, Parry (in combat 
Resume Save Garn 
Review (a character 
Run (in combat 
Samurai 
Save Game & Quit 
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10 
3 
43,65 
18 
72 
17,31 
75 
111 
102 
27 
110 
114 
103 
55 
7 
44 
104 
13 
14 
56 
112 
22 
109 
30 
74 
22 
33 
32 
43 
58 
7,35 
6,32,41 
62 
116 
44 
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Save Game & Resum1P~------------ 44 
Save Game Driv 46 
Scenario Driv 46 
Scout 19 
Screen, Magical Window 36 
Screen, Master Options Window 36 
Scrib 20 
Search 40 
Secondary Weapon 27 
Sell (items to NPC 71 
Shield (skill 18 
Shi~B~ ~ 
Shoot (fighting niode 55 
Short range weapons (S 56 
Show Title Pag 7 
Skill Points, Distributing 21 
Skills, Academia 20 
Skills, Physical 19 
Skills, Reviewing 32 
Skills, Selecting 17 
Skills, Weaponry 18 
Skulduggery 19,49 
Sling 18 
Sound 45 
Speed (SPD 11 
Spell 29,41 
Spell (casting on NPC 72 
Spell (treasilre chests 51 
Spell Cost 75 
Spell Levels 7 4 
Spell, casting a (in combat 59 
Spell book 7 4 
Stamina 15 
Start New Garn 5, 6; 35 
Statistical Bonuse 66 
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· Statistics.----------------- 10 
Statistics, Additional 22 
Steal (from NPC 73 
Stoned 65 
Strength (STR 10 
Summoning Spell 7 6 
Surprise Attack 67 
Swag 30 
Swag, removing item from in combat 59 
Sword 18 
Talk (to NPC 69 
Thaumaturgy 20, 77 
Theology 20, 77 
Theosophy 20, 77 
Thief 112 
Throw 18 
Throw (fighting mode 55 
Thrown Weapons (T 56 
Thrust (fighting mode 55 
To Hit (in combat 54, 67 
To Penetrate (in combat 54 
Trade (with NPC 70 
Trade, Between Player 31 
Treasure Chests 49 
Turn 39 
Us 30, 41 
Use (item in combat 60 
Use (item on NPC 72 
User Interface 4 
Valkyri 114 

~ili~M :~ 
Wand & Dagger-'"--------------

80
, 

81 Water Spells:------....,.----------
Weaponry Skills 18 
Wizard's Eye, spell (mapping 120 



Disk Warranty 

If your disk(s) should become unreadable within 30 days of 
purchase, return it with a dated proof of purchase to SIR-TECH 
SOFfW ARE, INC., for a free replacement. After 30 days enclose 
$8.00 (price subject to change without notice) to cover costs of 
media restoration or replacement and shipping charges. Before 
returning your disk(s), please determine if your computer is 
malfunctioning. Test the disk(s) on another computer. If the 
program works, you have a problem with your hardware. If the 
program doesn't operate, send the disk(s) back to us. The original 
disk(s) must be returned to us for replacement. 

Mailing Address 
Sir-tech Software, Inc., P.O. Box 245 

Ogdensburg, New York 13669 

Courier Address 
Sir-tech Software, Inc., Ogdensburg Business Center, Suite 2E 

Ogdensburg, New York 13669 

For the Best Service 

Please return your warranty registration card. Doing so will 
guarantee you the fastest possible repair or replacement of a 
damaged diskette. It also entitles you to be notified of new Sir­
tech products as they are released. 

Disclaimer 

Neither SIR-TECH SOFfW ARE, INC., the author(s), distributor(s) or seller(s) of this 
pro~uct .shall have any liability or responsibility to the purchaser or any other person or 
~ty _with respect to any liability, loss or damage caused or alleged to be caused directly 
or md~ectly by this product, including but not limited to any interruption of service, loss 
of bus~ess and anticipatory profits or consequential damages resulting from the use or 
oPer~on of this product. This product will be exchanged if defective in the manufacture, 
labelmg or packaging, but except for such replacement the sale or subsequent use of this 
Piogram material is without warranty or liability. 

~: ~ product is copyrighted and all rights are reseived. The distribution and sale of this 
~ are llltended for the personal use of the original purchase: o~y. and for .use only ~n the 
~ 8~B~(s_) spe~ed herein. Renting ~s product, or duplica~~ and selling or rentmg or 

distnbutmg this product, in any form, 1s hereby expressly prohibited. 
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